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WORLD KARATE CHAMPIONSHIP 



ATARI 800/130 VERSION 

The Atari Home computer veision of the WORLD KARATE 
CHAIWloteHP has sfln» inefeuction niaHjal as tie Conm^^ 
64/128, with these exceptnns. 

The Atari Home Computer version will load automatically. Simply insert 
the disk in the drive, label side up, turn on your computer The game wl\ 
load. 

Where the enclosed manual relers lo keys Fi to F7, use the following 
keysnstead. 

START To play against the computer 

SELECT To ptay against another person. The 
winner then goes against 
ttie computer. 

S Turn on the sound effects. 

CTRL/S Turn ofi the sound effects. 

T Turn on ihs badggrauid music. 

cmyr Tum oftthebadiirauNl music 

Also, if you type ADZM in sequence during the fighting phase, the next 
international scene will be loaded in trom disk You can also change the 
speed of the lighters. Type XI to speed up the game, X2 is normal 
speed. X3 and X4ara slower. 



INTRODUCTION 



ToMow in ir^e way of karate is notanflasyjoumy- K Is a test of the body 
andthespiiit. You will fight in eight iniamallo na lsatftii|5.iroinSv«)n^. 
Australia to New York City to Mt. Iniji. You wR face tougher and toti^ier 
opponents, from white to black DeR. 

Tttew^tfkaratelslliewayofdiscipline. You must leam precise 
mcwemems. Fociiwo rt (. ihe fc»ingo(pundwa.andanun(toslandingof 
jnir cfiporierA ^i^iling 8^ are ad cnKid to your swviwA and everAu^ 
4«ify. 

BearsSL TTietranicinMwinalpravA t-aamwhiGlimowsarsmm 
ellacliveagafnsi your opponents. Leamwtien to block, when to strlte. 
Then you, too, «rilbearnastero(HO%OK»mTEaMlff>)aN^ 

OBJECTIVE 

The objecthe is to defeat your onxmenL Against a comptHer opponent 
you must tie the first to score tvmorinampefetts. TTw game ends wtien 
Sie computer defeats you in a OouL Against anoUierp^son you win if 
you rack up 12 knockclowrs (or. youiMlffyai have more knockdowns 

when timp nir^ ouli 

GETTING STARTED 

• Seiupy;urConnodo'e6- ss shownintheoMmBrsmanuaL 

• Piug ni--sioyslc-:asshownintlieownenBmanual 

■ Pkcethe '.VOj^LO^MTECHMfRCWSHfPdskhithedekdrirowia] 

ihe label side up 

■ Turn the computer on. 

• With the Fast Load cartridge, press Ihe C= (Commodore] key and the 
RUN/STOP key together. 

• Wihout Fast Load, ^ Load and press the RETURN key. 

• Nttithe nono nwipi n inptyoutoMledoneofliiosatBngsw^^ 
you can start fiBUBng. 

• TomateyourgaTieselection,pmes: 

PI To F^y against 11)0 con^xilsr 

F3 Toplayagainstanotherperson. Thewimerthengoesaganstlhe 

computer. 
F5 Turn on/ofi sound effects. 
F7 Turn on/off background music. 

(Joystick port 1 -pt^erinreduniforni. Joystick port2- player in white 
uniform, onepkqnr^nie.) 
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STARTING PLAY 



Iftiuga iMiJyBu — thtwiwoptayfmode, WhMlhaaViarRaNer 
MndmflHorfn^liyoiilyouffiM'ittt GttoondoiMbtowihiicoiv^ 

Thsra are a rangs of punches. Mcks and IwpsawaliUt. You can (DM 
leftandrighl.orcloalonvardorbacliwardso'nersauK. Thawm 
nufnbaici(puncnMandlgdu:Ng^.ni«iumandlCNV.«rialMm. Inii 
mafa an iscviflKMkDMBOOnnBaipKjDiMaiiiovGnBiBaiiina 
buBon ii pmMd tie ML 

irvoua'(''.'ii-ir<;r'7-'! i^esaar* yourmovM(ilyaumlMlng WtUHtw 
micror ini,ig« .0 icr the rtghilacingplayarioKickMBtlfWpnMll* 
ioy»lk*<kiwnan(ingtM.tof>iaWllacii^|<i|wr.pWMlfaa« 



aach < Mtfipwrt 



o 



V 

MakWnlM* 



O -P" 
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To Changs your direction, da eimer a low Kick oi a high punch in ihe 
<Mdionyau<ManltotmitofaceycuroppomnL ThBsphning lungs 
jNjnch laces you IM ana draeion. ihen aw iwsfse. 

TpUocksMBwtothalMedorriMnacli. NR*lMCla<Mrt- tn^ 

th» way or countnanack. 






lowpundi tawiMtp MivM* 
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SCORING 



Soores tortwwHtoimd red|il8qiaramshoMaift«kipof Owacrasn. 
Pwson wrsia paim MMchBscan lamnoondi. ptnon vanusms 
computer malcAoBlBMXnODndB. VWdiflw k ar ate n wrt T In tw 

background- he Itohaalhaaoore alter wehWIcrk n ocMawL You 
receive match points and score pdnls. Scoring fibasad on ttwdfllculty 
and impact of the move. TtMpareon mho wins MttwMbdut contest 

goes on to play the compotof . 

When you play against the computer, match pdlU deiermine the winner. 
Maich points ate either a lull or hall point These are indicated by the 
three dots for each player at Ihe top of the screen, which change Irom red 
to a lighter color as you score, II you're lied at two points each, the player 
who has scored the most poinis in the round wins. If that score is liad, 
the Judge ili'tormms? wnc n.iOP f-e Dest ufor 

When you play against ana 'iio' d^'-kifi ih^ '^u rO[.'r ol knockdowns 
deterrrineslhewinner. ThCE^e r.ie r.-i or:f<: m-stwelvQdotsatthe 
botlomollhescoreboard. I' 'eat- 12 ^no^kccwns.yQu win. Htime 
runs out, the player with more knockdowns is me winner. The three dots 
M the tcip Of the screen keep iracAot how nHnylMulB each player has 
won. H both players have an equaiiMnber of lowcMowne. the aoorae 
tor ttiat bout detem^he Itw winner. 

Topplayersget toentertheirnaineinalstQibesi players. Push trie 
tq«Ucl( to clwiBB the Mtan liy your Miab, press 
Of inr Wn lifty ■ 

When piayirigsgainstthecoiiiiKMryDiiaam man pofeila tor hits 
executed earlier In the mUdi. AayBupraonNataouohttwroundayou 
earn higher belts: wMe, yMM, graan, pU|M, brawn aid Hack 
polfttOT owned for ttie »iui«itawaWllnglilnwii lil» punch. Iw^ 
backipinMek. 



YDu Mmatii aooretoraU poMhlt, and halfarahaltpaM hit 





FULLPOMT 


HAIF POINT 


LUQU PUNCH 


800 


400 






400 


LXJW PUNCH 


800 


40D 




BOO 


400 


LCWtQCK 


200 


100 




200 


100 


JUMP KICK 


1000 


500 


BACK SPIN KICK 


100O 


500 


CENTER KICK 


SOO 


100 


HIQHKICK 


800 


400 


LCW SWEEP 


400 


200 



BitWMn ROtNKlB 



BeMBmroumteyoumuttpaniMltofstdBloaitanM. Tobntttthe 
brklatrth yoivhaaA puAtlwJoysttEk iomiad immidW^^ 

mesteraa/s'Qo'. nibecfctodud(,orfi)n«anltoleep.U«nid)hef)tring 
spears and krives. 

Tips 

Useflpstooetbehrd yo^roppo'-enls. and slrike qu tHj ¥o,r 
opponent may be slow to lum ana lace you. makes piecise pasiiionmg 
for your blows to hit home. You can execute several moves without 
pausing inbetween. Simply move the joystick quiddy to your next move 
beforeyourmangoesbacktothestandfeigposlHon. This can overwhelm 
your opponent. 

QoodlighlingI 
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